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ABSTRACT 
Rezky Eka Zaputri, 2019. Using New Family 100 Game to Develop Students’ 
Vocabulary at The Second Grade of SMPN 1 Bua Ponrang. 
Thesis English Study Program Tarbiyah and Teacher 
Training Faculty State Islamic Institute of Palopo. supervised 
by: (1) Wahibah, S. Ag., M. Hum and (2) Muhammad Irfan 
Hasanuddin, S. Ag., M.A 
Keywords: New Family 100 Game, Vocabulary 
 The problem statement of this research as follow: Does the use of new 
family 100 game develop students’ vocabulary at the second grade of SMPN 1 
Bua Ponrang?. The objective of this research was to find out whether or not New 
Family 100 game develop students’ vocabulary at the second grade of SMPN 1 
Bua Ponrang.  
 The research design used in this research was pre-experimental method. The 
population of this research was the second grade of SMPN 1 Bua Ponrang. The 
sample of this research was one class VIII.3 consisted of 30 students. The 
sampling technique of this research was random sampling technique.  
 The descriptive analysis was taken by the mean score of pretest and 
posttest. Based on the calculation of the data, after using new family 100 game on 
teaching vocabulary, showed that the mean score of post-test (81,8000) was 
higher than the mean score of pre-test (65,9000). The result of analysis showed 
that Sig. (2-tailed) the score was 0,001 smaller than 0,05. Therefore, it could be 
seen that p < α (0,001 < 0,05) which mean H0 is rejected and H1 is accepted. It 
means, there is a significant effect of new family 100 game on students’ 
vocabulary. In other words, using new family 100 game was effective in develop 
students’ vocabulary. 
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CHAPTER I 
INTRODUCTION 
A. Background of the Research 
Vocabulary is the set of words that are known by a person or other 
entity or a part of a particular language. Some definitions of vocabulary as the 
set of all words that are understood by the people or all the words that are 
likely to be used by the person to compose a new sentence. Vocabulary is a 
very important aspect for students to be able to speak English. Vocabulary is 
also a bridge to get to know some skills in English, such as reading, writing, 
listening and speaking. Without vocabulary, students will be very difficult to 
communicate with others. Even that would not happen without mastering 
vocabulary correctly.  
Vocabulary is one of language components and no language exists 
without words. Napa states that words are signs or symbols for ideas. They are 
the means by which people exchange their thought.
1
 Vocabulary contains of 
words which make up a language. It is clear then that vocabulary is very 
important in foreign language acquisition. Hornby states that vocabulary is the 
total number of words that make up a language, or words known to a person, 
or used in a particular book or subject, or list of words with their meaning, 
especially one which accompanies a textbook in a foreign language.
2
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 Napa, Pieter a. 1991.Vocabulary Development skills. Yogyakarta: Kanisius. p.10 
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 Hornby, A. S. 2000. Oxford advance learners’ dictionary of current english. Oxford: 
Oxford University Press. p.1506 
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Vocabulary is the most important material in foreign language 
teaching for learners. Therefore, the teaching of English vocabulary has a very 
essential role in enabling Indonesian students to master English as their 
foreign language. English vocabulary mastery, in fact, has become a big 
problem for most Indonesian students. If one does not have sufficient number 
of vocabulary, he will not be able to communicate with his surroundings. 
Vocabulary is one the language components that needed in mastering 
English in mastering English. So, when students communicate with English, 
they need not only in grammar but in also vocabulary. As it is stated by Scott 
Thornburg that “without grammar very little can be conveyed, without 
vocabulary nothing can be conveyed”.3 It means that, vocabulary is important 
for students when they are want to communicate with others. 
Vocabulary development is one cognitive skill in relation to television 
consumption that has sparked research interest, and is of interest in the present 
study. There are many other factors that inﬂuence the development of 
vocabulary. One crucial factor is the socio-economic background of the child, 
as children from more economically advantaged backgrounds tend to have 
greater opportunities for vocabulary learning.
4
 The home environment plays 
an important role and, through parental interaction, children are introduced to 
a wide vocabulary and their vocabulary skills develop as a result of these 
                                                             
        
3
 Scott Turn burg, How to Teach Vocabulary, (Person Educated Limited 2002). p.13  
        
4
 Hart and Risley 1995.  Experience of young American children. Baltimore, MD: Paul 
Brookes. 
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interactions.
5
  Informal instruction in language learning is critical and, without 
it, television often ends up as a teacher.
6
 
Television is becoming an increasingly prevalent habit of a child’s 
daily routine. Not only children’s television consumption rates rised, the age 
at which they begin watching television is also decreasing. The average child 
starts watching television at nine months, and 40 % of children are watching 
television as early as three months. By two years old, 90 % of children have 
begun watching television in some capacity.
7
 Children’s growing consumption 
of television and other media has led to an increasing research interest in how 
television impacts various aspects of a child’s life. For example, research has 
found that early television watching from ages one to three years old can have 
a detrimental effect on children’s attention at age seven.8 
                                                             
   
5
 Becker, W. C. (1977). Teaching reading and language to the disadvantaged: What we 
have learned from ﬁeld research. Harvard Educational Review, 47, 518–543. 
        
6
 Biemiller, A. (2003). Vocabulary: Needed if more children are to read well. Reading 
Psychology, 24, 323–335. 
 
7
 Zimmerman, F. J., Christakis, D. A., & Meltzoff, A. N. (2007). Television and 
DVD/video viewing in children younger than 2 years. Archives of Pediatrics and Adolescent 
Medicine, 161, 473–479. 
        
8
 Christakis, D. A., Zimmerman, F. J., Di Giuseppe, D. L., & McCarty, C. A. (2004). 
Early television exposure and subsequent attentional problems in children. Pediatrics, 113, 708–
713. 
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Before doing the research. First, the researcher did a preliminary 
observation to SMPN 1 Bua Ponrang, on 3
th
 April 2017 located SMPN 1 Bua 
Ponrang, on Jl. Poros Palopo-Makassar, Padang Lambe. I interviewed several 
students and English teacher in SMPN 1 Bua Ponrang about vocabulary learning. 
The teacher said "that the vocabulary is not specifically studied at the school. 
Because, in the curriculum there is no subject that specifically teaches about 
vocabulary. The teacher only teaches English, then students will learn vocabulary 
through the learning of English. According to the English teacher, only about 25% 
of students who know about vocabulary in English. This is because, students are 
not interested in learning English".
9
 Then, students said that English is a very 
difficult subject to learn. In this research, based on the curriculum at SMPN 1 Bua 
Ponrang the number of vocabulary mastery that students must master is not 
stabilized. 
New family 100 game is a game which is simply easy to play in order to 
learning vocabulary. This game is TV-show on one TV station in Indonesia. With 
a very funny host, this game is able to entertain the audience both in the studio 
and at home. The researcher will use this game in teaching English vocabulary. So 
the students can learn English vocabulary.  
According to researcher new family 100 game can develop students’ 
vocabulary because the new family of 100 game can make students remember the 
vocabulary that they know to answer the questions given by researcher. Where, 
                                                             
       
9
 Indah Permatasari,” that the vocabulary is not specifically studied at the school. 
Because, in the curriculum there is no subject that specifically teaches about vocabulary”, on 3th 
April, 2017. 
5 
 
 
 
the questions given is not just one form of vocabulary, but there are several forms 
of vocabulary with different answers. And in this game students can feel a 
different atmosphere when learning is taking place. 
Based on the above assumption, the researcher is going to conduct 
research on "Use New Family 100 Game to Develop Students' Vocabulary at 
the Second Grade of SMPN 1 Bua Ponrang". 
B. Problem Statement of the Research 
Based on the background, the researcher formulates the research 
question as follow: Does the use of new family 100 game develop students’ 
vocabulary at the Second Grade of SMPN 1 Bua Ponrang? 
C. Objective of the Research 
Relevant to the research question that has been set above the research 
states the specific objective of this research as follow: To find out whether or 
not New Family 100 game develop students’ vocabulary at the Second Grade 
of SMPN 1 Bua Ponrang. 
D. Significances of the Research  
For teachers, this can help them in teaching vocabulary to students. In 
order, the learning can be fun and the way of learning is not monotonous.  
For students, it is a new experience in learning English, especially 
about vocabulary. Where this game can make the interaction between students 
can be more familiar again and students can also sharpen their brains to find 
out the vocabulary given in this game. 
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E. Scope of the Research 
This research is restricted to the application of new family 100 by the 
teacher to develop students’ vocabulary in noun especially animals (wild 
animals, pet, herbivore) and noun especially things (of bedroom, classroom, 
bathroom, and etc.). Adjective especially human characters (of woman, 
children, falling in love, and etc.). Verb especially daily activity (picket day, 
after school, wake up, and etc.).  Adverb especially adverb of place (sport, 
vacation, spot, and etc.) and adverb of time (famous celebration, watch TV, 
spend time to study, and etc.), through New Family 100 game at SMPN 1 Bua 
Ponrang. In this study the researcher took class VII.3 as the sample.  
F. Definition of Terms 
The researcher formulated the definition of term as follow:   
1. Vocabulary is a set of words that an individual knows and might use in 
constructing new sentences or in daily communication.  
2. New family 100 is Family 100 (abbreviated F100) is one of the most 
successful quiz programs in Indonesia with over 2,500 episodes, 
adapted from Family Feud and Family Fortunes quizzes under the 
United States Fremantle Media license. 
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CHAPTER II 
REVIEW OF RELATED LITERATURE 
This chapter deals with previous studies, vocabulary, games, and new 
family 100 game.  
A. Previous Studies 
In this study the researcher takes three previous studies. The first, Imas 
Febriansyah (2015), conducted research under the title of improve the 
vocabulary mastery of Grade X students of SMAN 4 Purworejo through 
Bingo Game in the academic year of 2014/2015. The research findings 
showed that vocabulary mastery of most students improved after Bingo Game 
was used in the teaching and learning process. It was indicated by the increase 
of the mean of students’ vocabulary score in the pre-test and post-test (64,3 to 
89,1). The students’ involvement and classroom interaction during the 
implementation of the game were improved. It was showed by students’ 
enthusiasm during the game. Conclusion, the students’ vocabulary mastery 
was improved through the implementation of Bingo Game.  
The second, I Made Sukrisna (2013), this present study used Linking 
Words Game to improve the students’ vocabulary to the fifth grade students of 
SDN 2 Petulu in the academic year 2012/2013. According to the result of data 
analysis, after applying  linking words game that was very effective in helping 
the fifth grade students of SDN 2 Petulu to improve their vocabulary in 
8 
 
 
 
English. I Made Sukrisna applied a classroom action research which was 
conducted in two cycles and each cycle consisted of two sessions.  
The third, I Ketut Purnata (2013), conducted researcher under the title 
Teaching Vocabulary by Using Guessing Game to the Seventh Grade Students 
of SMP N 4 Pupuan in Academic Year 2012/2013. The result of the IR clearly 
showed that pre-existing vocabulary mastery of the subjects were low with the 
mean score 46.6. The result of post-test showed the increasing mean figure of 
57.4 and 67.2 in cycle 1 moreover, 76.6 and 85.6 in cycle 2. The grand mean 
score for cycle 1 and cycle 2 showed the figure of 62.3 and 81.1. There was 
difference mean figure of 18.8. These findings clearly showed the extent of 
improvement of seventh grade students of SMP N 4 Pupuan in studying 
vocabulary by using guessing game and teaching vocabulary by using 
guessing game was effective enough in helping seventh grade students 
especially class VII C of SMP N 4 Pupuan to increase their vocabulary 
mastery. The results of the analysis of the questionnaires scores showed that 
the comparative percentage figures of 58.07%, 32.98%, 8.97%, and 0% for the 
items of the questionnaires showing the total responses given for A, B, C, and 
D respectively. Based on the result of the study, it could be concluded that 
guessing game could improve the students’ mastery in vocabulary and the 
students to be more motivated in studying English.  
Based on the explanation about the previous studies above the 
researcher concluded the differences and similarities of the research conducted 
as for the differences found namely, first in terms of research objectives, 
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where Imas Febriansyah’s research focuses on Improve the Vocabulary 
Mastery of Grade X students of SMAN 4 Purworejo through Bingo Game, as 
for I Made Sukrisna’s focuses on used Linking Words Game to Improve the 
Students’ Vocabulary to the fifth grade students of SDN 2 Petulu, and on I 
Ketut Purnata’s focuses on Teaching Vocabulary by Using Guessing Game to 
the Seventh Grade Students of SMP N 4 Pupuan. While the researchers 
themselves are more focused on vocabulary development with used game. 
Therefore, in this research the researcher use new family 100 game to develop 
students’ vocabulary. The researcher assumes it can make students enjoyable, 
involving in learning and can be use the game in teaching vocabulary. 
B. Vocabulary 
1. Definition of Vocabulary  
Learning language cannot be separated from learning. Vocabulary 
supports the speaker to express their opinions, ideas, and feelings in 
communication. Vocabulary is the most important component language 
because it affects the four language skills, there are listening, speaking, 
reading, and writing. Related in to the importance of vocabulary learning is 
central to language acquisition, whether the language first, second, or 
foreign.
10
 Generally, vocabulary is the knowledge of meanings of words.
11
 
                                                             
10
 Marianne Celc e-Murcia, (2001), Teaching English as a Second or Foreign Language, 
USA: Heinle , p.285 
11
 Elfrieda H. Hiebert  and Michael L. Kamil (2005, Teaching and Learning Vocabulary : 
Bringing Research to Practice , USA: Lawrence Erlbaum Associates, Inc., p.3 
10 
 
 
 
Vocabulary is all the words that a person knows or uses.
12
 Moreover, Averil 
stated that vocabulary is a central part of language. The more words students 
know well and can use, the more meaning they can communicate in a wide 
variety of circumstances.
13
 
There are various definitions of “vocabulary”, they are: A. S. Hornby 
said that vocabulary is the total number of words which make up a language.
14
 
So, language is arranged by so many words and phrases. He adds that 
vocabulary is a collection of words or phrases in language.
15
 It means that 
vocabulary is a language component which gives information or explanation 
in a language terms. Moreover, there is another definition of vocabulary, it is: 
according to David L. Stepherd; he said that vocabulary is one of the most 
significant aspects of language development.
16
 It means that vocabulary is the 
one that must be taken into consideration in language development.  
According to Morris stated that: vocabulary is defined as a list of 
words and often phrases, usually arranged alphabetically and defined or 
translate, a lexicon or glosary.
17
  Meanwhile, Jack C, Richards and Willy A. 
Renandya said that vocabulary is a core component of language proficiency 
                                                             
12
 Oxford Dictionary, (2008), Oxford Learner’s Pocet Dictionary, New York: Oxford 
University Press, p. 495 
13
 Averil Coxhead, (2006), Essentials of Teaching Academic Vocabulary, USA: 
Houghton Mifflin Company, p.1 
 
       
14
 A. S. Hornby, Oxford Advanced Learner’s Dictionary, (Oxford University Press, 1987) 
p. 461. 
        
15
 A. S. Hornby, Oxford Advanced Learner’s Dictionary of Current English, (Oxford 
University Press, 1995)  p. 1331 
16
 David L. Step herd. Vocabulary Meaning and Word Analysis, Comprehension High 
School Reading Methods. (USA: Bell and Howell Company, (Co, 1973)  p. 39 
        
17
 William Morris, The American Heritage Onary of The English Language, (Boston: 
American Heritage Publishing Co. Inc) p. 1434 
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and provides much of the basis for how well learners speak, listen, read, and 
write.
18
  According to some explanations above, it can be concluded that 
vocabulary is index of words that have been used by people to communicate, 
it is usually arranged alphabetically, and it is also part of language component. 
So, it is very essential when people communicate each other.  
Other definition vocabulary is “Pembendaharaan kata-kata atau 
kosakata, yakni daftar dari jumlah kata-kata yang kita ketahui”.19 
(Vocabulary is classification of the words; those are list and total of words that 
we know). According to Kridalaksana, as quoted by Zaenuri stated that; 
vocabulary is component of language that contains all of information about 
meaning and using word in a language.
20
 
From some definitons, it can be argued that vocabulary not only 
contains list of words but also contains all of information about using word, 
and it also contains meaning of word in a language. So, it becomes a basic for 
people to communicate, because without  vocabulary an idea cannot be given 
in communication.   
2. The Problem of Vocabulary 
There are several strong reason for which the vocabulary components 
of language course needs to be carefully planned. Firstly because different 
vocabulary gives greatly different return for learning, it is important to make 
                                                             
    
18
 Jack C. Richards and Willy A. Renandya, Methodology in Language Teaching, an 
Anthology of Current Practice, (New York: Cambrige University Press 2002).p. 255 
19
 Djalinussyah and Azimarenong, Tata Bahasa Inggris Modern, (Jakarta: CV. 
MISWAR, 1982), p. 1 
20
 Zaenuri, A.M. Vocabulary 1, (Jakarta: UIN Jakarta Pusat, 2002), p. 1 
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sure that learner have a good control of high frequency words of the language 
before moving on the less frequent vocabulary. Secondly, most language 
teaching course make vocabulary learning more difficult that it should be as a 
result of the way vocabulary in the course is sequenced. Grouping, opposites, 
synonyms, and items in a lexical set together courses. Interference that result 
in confusion for the learners it is simple matter to avoid this problem. Thirdly, 
vocabulary learning opportunities and the quality of vocabulary learning can 
be greatly increased through the careful design of both vocabulary and other 
skill activities.
21
  
Many problems faced when Indonesian students learn a target 
language such as English in vocabulary is they cannot understand what the 
connection between the new vocabulary they have learned with the function of 
the vocabulary word, then they can not apply their new vocabulary in their 
mind for communication.   
Term used to classify word based on their functional categories are 
called part of speech. The classification of the words of a language in this way 
is dependent on their function in communication. Noun can occur in certain 
places in sentence and serve certain function. Verb, adjective, and adverb also 
occur in certain laces in sentences and serve special function. In English, the 
functional categories include pronouns and interjections.
22
   
                                                             
21
 Paul  Nation,  (1994),  New Ways in Teaching Vocabulary, Alexandria: TESOL,  
p. 20  
22
 Hall  J. Eugene, (1993), Grammar for Use, Jakarta: Bina Rupa Aksara,  p. 8 
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Noun is a member of a class of words that can function at the subject 
or object in a construction, refer to places, animals, things, states, or 
qualities.
23
  Verb is a member of a class of words that can function as the main 
elements of predicates, typically express action, state, or a relation between 
two things.
24
  Adjective is a word used to qualify a noun or pronoun.
25
 Adverb 
is a word which modifies a verb, adjective or another adverb.
26
 
3. The Importance of Vocabulary 
There are some importance of vocabulary, they are: According Lee C. 
Deighton:   
“Vocabulary is the most important components of language power. In 
using the language, students who rich in vocabulary will be successful both in 
expression skill: speaking and writing, and receptive skills: listening and 
reading. But those who are poor in vocabulary will get trouble in those 
skills”.27 
It means that dealing with learning English as a foreign language, 
vocabulary is one of the components of language which has the most 
important role in mastering four language skills. Furthermore, there is another 
importance of vocabulary, it is: according to David L. Stepherd, he said that 
vocabulary is a basic skill to communicate; people will not be able to 
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communicate easily without knowing it.
28
 It means that vocabulary is 
important in communication. We cannot communicate with others in a certain 
language if we don’t know much words of the language. 
Finally, without ignoring other language components, it is clear that 
vocabulary is the most important factors in the teaching learning of English as 
a foreign language even in all language. So, teachers are expected to have the 
excellent way to make the students interested in learning English vocabulary 
so that the teaching learning objectives can be carried out successfully. 
4. The Kinds of Vocabulary 
There are several kinds of vocabulary according to several expertises: 
According to the basis of frequency, vocabulary can be divided into two 
kinds; there are high frequency vocabulary and low frequency vocabulary. 
1. High frequency vocabulary consists of words that are used very often in 
normal language, use in all four skills and across the full range of 
situation of use. High frequency vocabulary consists of 2000 word 
families, which are about 87% of the running words in formal written 
text and more than 95% of the words in informal spoken texts. 
2. The low frequency vocabulary on the other hand, covers only small 
proportion of the running words of a continuous text, it means that low 
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frequency vocabulary is rarely, used in common activity of English 
language. This group includes well over 100.000 word families.
29
 
Furthermore, Evelyn Hatch and Charly Brown classify the vocabulary 
into active and passive.
30
 
1. Active Vocabulary (Productive Vocabulary) Active vocabulary is word 
which the students understand, can pronounce correctly, and uses 
constructively in speaking and writing.  It refers to put item which the 
learner can use appropriately in speaking or writing, and it is also called 
as productive vocabulary, although in fact it is more difficult to put into 
practice, its means that to use the productive vocabulary, the students 
must know how to pronounce it well, they must familiar with collocation 
and understand the connotation meaning of the word. This type is often 
used in speaking and writing skill.  
2. Passive Vocabulary (Receptive Vocabulary) Passive Vocabulary is words 
that recognize and understand when they occur in a context, but which 
the students cannot produce correctly by themselves. 
It refers to language items that can be recognized and understood in 
the context of reading or listening and also called as receptive vocabulary.  
Fries said vocabulary consists of two, namely; function and content word. 
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1. The function words are a closed class, we cannot add to the preposition 
or auxiliaries or modals or any structure word of language. 
2. The content words, on the other hand, can be added to any times as new 
scientific advances make new words and communication about new 
inventions necessary.
31
 
5. Types of Vocabulary 
About the types of vocabulary; according to De Gregory as cited in 
Nur Hidayatul, “there are two big divisions of words: function words and 
content words.
32
 The first division, function words are words that must be 
learned in connection with use in the sentence. These kinds of words such as 
noun determiners, auxiliaries, qualifiers, preposition, coordinators, 
interrogators and sentence linkers. 
Second division, content words or lexical words are words whose 
meaning is recorded in dictionaries and often stated by means of definitions, 
synonyms, antonyms and contextual explanation. These kinds of words are 
nouns, verbs, adjectives and adverbs. 
6. Vocabulary Items for the SMP Students 
The vocabulary items for SMP students based on 2004 English 
Curriculum are divided into two kinds. Those are classification of word 
according to theme and class. The theme for the second years students 
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according to Department National Education are: Flora and Fauna, 
Friendship, Travel, Health, Teenage life, Recreation, Seasons.
33
 
Vocabulary items based on the theme consist of words that should be 
learned in context. It is also taught in a different theme. The theme which is 
related with vocabulary is considered to fill the target of competence. 
Moreover, vocabulary items are produced from genre: descriptive, narrative, 
recount, procedure, report, etc. For the second grade student of SMP, genre is 
classified based on the semester. In the first semester for example, students 
are learning narrative text and for the second semester, students are learning 
descriptive text. In descriptive text, the social function is to describe a flora 
and fauna, place or thing. 
7. Technique in Teaching Vocabulary 
Teaching vocabulary is an activity to acquire some new words to 
improve the language. According to A. S. Hornby he said that vocabulary is 
the total number of words in language an individual knows and those words 
are used as a vehicle of language to express ones thought. So, teaching 
vocabulary is an activity to acquire some new words to improve the language. 
According to Haycraft as cited by Nur Hidayatul points out that there 
are many ways of presenting new vocabulary. They are: 
a. Creating a context or situation from which the students can then deduce 
the meaning.  
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b. Describing, defining object and drawing if it is necessary.  
c. Taking the students out and introduce words for things seen in a shop 
windows, or in the street.  
d. Using word game. There are large varieties of these, e.g. new family 
100 game which it is useful for practicing and revising vocabulary after 
it has been introduce. 
So, to present some new vocabulary, we can use many ways, they are: 
creating situation or context, describing, and using word games like new 
family 100 game. 
C. Games 
1. Definition of Game 
Based on the Oxford Advanced Dictionary of Current English the 
meaning of game is form of usually competitive play or sport with rules.
34
 
According to Larcabal:    
“A game can (1) help those who play develop their inner self. (2) help 
them related to other more effectively and cooperatively, (3) train them in 
creative freedom as they feel less embarrassed or afraid and become more 
self-confident, and finally, (4) bring them and the facilitation and anxiety that 
prevent students from acquiring the language.”35 
Based on those statements, so games can help those who play to 
arouse their self-confident, more creatively and decrease the anxiety from 
acquiring the language. By using games the students are able to learn the 
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target language unconsciously. They learnt some new words without any 
stress on their feeling.  
2. Principle of Games Selection  
According to Weed, he proposed some principles of games selection 
when effectiveness and successes are needed. The principles can be used as a 
sort of a checklist when selecting a game, in which there are factors that the 
teacher must take into account.
36
 
1. The purpose of the game  
The teacher should refer to the section concerning purposes and relate 
the purpose to the particular point to teach in the lesson (e.g. for commands: 
come on. Hurry up, etc). 
2. The space to play the game  
The teacher should check whether there is a possibility for having 
active games in a limited space in a room.  
3. The number of the students  
The teacher should know that there are some games, which work well 
only for a large number of students, and some which work quite well with 
two people. Still there is a possibility of adapting a game to some situation if 
it is thought of hand before. It means that the game has to be well planned in 
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advance before applying to the class activity. Team games can be changed 
into individual ones, and vice versa.  
4. The age of the students  
Naturally, children do not suit adult games and vice versa. However, 
the teacher can use different vocabulary items and shorter structure to make 
the game suit the level of the students. 
5. The level of the activity  
A teacher should note that it is hard to settle down the students after 
they play a very active game. So, the teacher should play a certain kind of 
game that can be used to settle down the students at the end of the lesson.  
6. The type of games  
The teacher should use the general game such as guessing games, 
relay race, and telling time.  
7. The time allocation  
Some games need a lot of time to play. A seemingly simple game may 
take a long time to play. So the teacher should make sure that students have 
learned necessary sentence structures and vocabulary before.  
8. The use of properties  
When a game needs some properties, the teacher should make sure to 
bring one and not make it for granted. The teacher may change the properties 
to suit the class and vocabulary if necessary.  
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9. The necessary rewards  
Students are usually satisfied when they win the game. But, giving 
rewards can be a part of the game. This is the most important point since 
there must be a relation between the game and what is being taught. 
3. The Rule of Games 
Enjoyment of games is not limited by age. Some individuals are not 
seen from age but from the suitability of the games and roles of the player. It 
is usually accepted that young learners and adult are interested in playing 
games. Moreover, Andrew Wright and friends stated that games can help and 
encourage many learners to sustain their interest and work. Games also help 
the teacher to contexts in which the language is useful and meaningful.
37
 Of 
course, in this case the teacher should be careful to make the game enjoyed by 
young learners and at the same time some language items are learned. Brown 
states that games involve: 
a. Rules which must be followed;  
b. Competition between individuals or teams;  
c. Determination of a winner if teams of players are part of the game plans, 
cooperative learning as well as competition can result.
38
 
There are two kinds of games according to Hadfield cited by 
Eningtyas, there are competitive game and cooperative games.
39
 In 
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cooperative games “the player or team work together towards a common 
goal”. In these games, there are no winners or loser. All students work 
together to solve the problems.  
However, in competitive games, usually the teams compete to win the 
games. They work hard to answer all questions precisely as fast as possible. 
In order to make the student work effectively and avoid getting stressful 
during and after competition, it is better for the teacher to arrange the students 
into groups. The consideration is based on the benefit of learning in enter 
group competition. “Inter group competition may promote peer group 
pressure for academic achievement.”40  Further more they stated that “when a 
group loses, the lost maybe taken less personally by each of the group 
members.” That is why, inter group competition is used more commonly than 
that of personal competition.  
4. The Advantages of Using Games to Teach Vocabulary 
As we know that there are many techniques in teaching vocabulary 
and game could be one of them. Some expert says that games used for 
teaching vocabulary have many advantages. Gertrude in her book said that: 
a. Games bring in relaxation and fun for students, thus help them learn and 
retain new words more easily.  
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b. Games usually involve friendly competition and they keep learners 
interested.  
c. Vocabulary games bring real world context into the classroom and 
enhance students' use of English in a flexible, communicative way. 
d. Games are highly motivating and they give students more opportunity to 
express their opinions and feelings.  
e. Games add diversion to the regular classroom activities," break the ice", 
but they are also used to introduce new ideas.
41
 
So, games can help those who play to arouse their self confident, 
more creatively and decrease the anxiety from acquiring the language. In 
short, games are effective and efficient to avoid boredom in Vocabulary 
class.  
According to both, he said that games can help vocabulary building. 
Through games, the students’ vocabulary can be added and built.”42 
According to Phun as cited by Dorry mentions that vocabulary games, there 
are sense of excitement about words, sense of wonder and feeling of 
pleasure.
43
 As a result, the students are eager to learn the words because they 
need them. So, vocabulary games attract the students to learn and to feel 
excited in learning words. 
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5. New Family 100 Game 
Based on the statement above, new family 100 is include a part of 
vocabulary game, because new family 100 has criteria of game, there is sense 
of excitement about words. Because in the new family 100 games need more 
ingenuity to solving the new family 100 which in playing words formed. And 
new family 100 can motivate someone become more interest to play. It has 
rule to play too. So, new family 100 is part of games. 
1. Definition of New Family 100 Game 
Family 100 (abbreviated F100) is one of the most successful quiz 
programs in Indonesia with over 2,500 episodes, adapted from Family 
Feud and Family Fortunes quizzes under the United States Fremantle 
Media license. This created by Mark Goodson where two families 
compete to name the most popular responses to survey questions in order 
to win cash and prizes. In this event, two groups tried to guess the answer 
that most answered based on survey results to 100 people.
44
  
Family Feud is an American television game show created by 
Mark Goodson where two families compete to name the most popular 
responses to survey questions in order to win cash and prizes. It is 
considered a spin-off of Match Game, whose panel included original host 
Richard Dawson.
45
 And the Family Fortunes is a British television game 
show based on the American game show Family Feud. The programme 
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ran on ITV from 6 January 1980 to 10 January 2003, before being revived 
by the same channel in 2006 under the title of All Star Family Fortunes.  
The game involves two families providing answers to 'everyday 
questions' that were surveyed by 100 members of the British public before 
the show (e.g., 'Name something usually done in the dark') to win cash 
prizes (and sometimes mystery prizes for giving a correct answer). The top 
answers to the surveys are displayed on a large electronic board, known as 
"Mr. Babbage", which famously sounds a wrong answer "Eh-uhh" sound 
effect and its accompanying X to signal the strike, as well as a "ding" (for 
a right answer).
46
  
The host of the Family 100 Season I, II and III were Sonny Tulung. 
F100 is known as a program that catapulted Sonny Tulung's name in the 
world of television along with the success of this program. The program 
was then repackaged into Super Family (ANTV, 2009-2011). Musim IV 
aired on Indosiar since November 2013 with the host Tukul Arwana [1]. 
Season V has been aired again at ANTV since the end of January 2016 
with host Eko Patrio. This quiz is back on TV One since April 22
nd
 2017, 
still with Eko Patrio with the same airtime, which is at 20.30 WIB [2]. 
Season VII again aired on GTV on November 27
th
 2017 with host Ananda 
Omesh. 
A brief explanation of the New Family 100 program, the new 
family 100 program is a mixed program of comedians and quizzes that are 
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packaged in an interesting and cool way to entertain loyal audiences 
Indosiar in Indonesia, this program is tapping has a long duration of time.  
2. Parts of New Family 100 Game 
There are four parts that researcher offer to students about new 
family 100 game:  
a. The first part: 2 students (the first player) from both groups come 
forward to scramble the question from the host and who the first raise 
their hand will answer the question within 5 seconds. And if the 
answer is correct, they can continue the first part. The score for each 
question is 10. 
b. The second parts, the group that received the highest score will play 
the second parts. Where the question that give must be answer fully by 
the group that has the highest score. But all of the player should 
answer the question correctly to be winner of this session. If they are 
not, the question will diverted to other group with the score that the 
player before got. This part the score for each question is 20. 
c. The third parts, the students that appoint as leader in their group will 
be ask to come forward to play this part. The question will read 
quickly, then the student will scramble to answer the question. The 
student who raise their hand first will answer the question. And if 
successfully answered correctly, the group has the opportunity to 
continue the game, and answer the same question with different 
answers. If they are only able to answer 3 answers from a maximum 
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of 6 answers within 5 seconds. If they are not, the question will 
diverted to other group with the score that the player before got. This 
session the score for each question is 30. 
d. Then, in the last part, the group that become a winner will be playing 
in this part. But, just 2 students will play. The first player will answer 
the question from the host with time allocation just 20 seconds. And, 
the second player will listen to music with headphone. So, they cannot 
hear the question from the host. After the first player play, the second 
player will answer the question from the host with time allocation 15 
seconds, but still with the same question. If they can collect point until 
100, they can bring the grand price.  
The new family 100 game provide a way to entertain and provide a fun 
learning environment for students as well as teachers in vocabulary. By using a 
vocabulary that is easy for students to know. Use interesting ways to gain student 
interest in learning English, especially about vocabulary. Based on the above 
concept, the way can be implemented in learning vocabulary, as an oral activity. 
D. Audio Visual Method 
1. Definition of Audio-Visual 
Audio visual media is a great help in stimulating and facilitating the 
learning of a foreign language.
47
 It helps who studies foreign language easier to 
learn the language. In addition, audio visual as we know, it can provide sound 
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which can stimulate the hearing of students. The sound which is produced by a 
model of the native speaker can help the students to learn and improve their 
pronunciation by imitating the speaker. This media is not only a source of help for 
the teacher but also a stimulus variation that is indispensable to sustain students‟ 
attention. The more often students listen to and watch the audio visual media that 
is played, the easier the students to repeat and read based on what they listen to 
and watch, and the better they learn foreign language. 
2. The Audio-Visual Materials 
Prostano and Prostano (1982) asserted that the time immemorial, audio-
visual materials existed but were not incorporated into educational system”.48 
According to the authors, the advent of audio-visual materials is long but it is the 
use that has been limited until in the 1960s and 1970s that libraries realised the 
use of these materials and started incorporating them into the library collections 
for future use. Summer stressing on the advent of the materials stated that “before 
man developed speech as a means of communication, he expressed himslelf in 
terms of drawings, signals and symbols”. The point here is that the use of audio-
visual materials started as early as man’s civilization began. This is evident in 
their attempt to communicate ideas.  
Computers, television, tapes, videos or DVDs and projectors, radio are 
types of audio-visual materials. Posters, cartoon strips, costumes, models and field 
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trips are also audio-visual materials. In the classroom, films, audio tapes and 
video tapes can be used instead of personal student teacher contacts.  
This forms of instruction can be used in continuing government schools 
where the teachers are not available adequate. Typically, informative and 
motivational films on selected topics and video tapes transmitted via various TV 
networks are typical of these types of material which provide real life depth for 
students. Here teachers can use the audio visual materials to reinforce their 
teaching in the context of a lecture or activities based lesson. Thereafter, teachers 
can demonstrate any motivational movie according the needs of situation and 
relevant with the topic. 
3. The Purpose and Benefit of Audio Visual Aid 
According to Carrol (1996) “students often benefit from the visual/sound 
appeal of audio-visual materials because it tends to focus their attention on the 
topic. When teachers present material in various manners, such as providing 
students with both a summary statement and a chart on a given topic, the visual 
material enhances the written materials”. 
Teacher may demonstrate in many types of slide and movie in the 
classroom. It will enrich their understanding and vocabulary about the uses of 
language. Through recording, radio and tape, teacher can tell telecast many 
interesting and informative news, history and story. These will build a creative 
environment in elementary class children. According to Thomas (1997) “an 
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understanding of the arts-painting, sculpture, the dance, handcrafts-can readily be 
taught by means of television. And both radio and television are valuable media 
for teaching musical forms”.49 
According to Mckown and Robert (1949) “Audio visual aid not designed 
to amuse the pupil but to increase his interest in and their comprehension of the 
topic being studied by presenting several different slants on it especially through 
his most used senses-sight and hearing”.50 
Audio visual will be very useful and meaningful for those students 
belonging to literature background. All the genre of literature (novel, drama, 
tragedy, comedy etc.) can be shown easily through this device. Students will learn 
to understand it very soon without reading. Reading may seem little boredom but 
audio visual aid will maintain and hold the interest of students. The impact of 
television would be hundred times more than book. 
Audio visual learning will serve effective method in disseminative 
knowledge even in overcrowded classroom. Without this technical device, poorly 
teacher prepared cannot hold the class properly. If teachers use the help of audio 
visual in class such as projector, which would definitely stimulate imagination and 
catch the attention of students. Teachers often give instruction heavily loaded 
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abstract verbalisms which seem meaningless sometime. So in case, teaching 
should be in simple and lucid manner.  
Use of audio visual material in classroom, will lead towards learning with 
understanding, learning by watching and learning as fun not as burden. Teachers 
should know which things of it are relevant and which are irrelevant, specially 
which how audio visual aid may contribute to an understanding of the lesson 
being taught. Therefore, it is essential for any teacher who wants to be successful 
teacher, must plan carefully and worked out in advance. 
4. The Audio-Visual Methods in Teaching and Learning 
Audio-visual methods in teaching and learning can improve classroom 
instruction and student understanding. Today, technology offers many 
possibilities for the teacher reported that wants to capitalize on the appetite of a 
new generation of multimedia presentations. Lesson plans on the use of the media 
must be consistent with the objectives of the program and not go wrong. 
Students with special needs often require information in different formats, 
before a concept or process information to understand. Reading a book on the tape 
during playback, as well as the classroom is a good way to reinforce the material. 
Videos that focus on the issue of further improving the learning approach can be 
presented. 
Audio-visual methods in teaching a major role to play in the modern 
classroom, but too much technology can actually hinder learning. The personal 
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relationship between teacher and students is ultimately more important and 
rewarding in a brick and mortar classroom. If students are more accustomed to 
technology, audio-visual materials play a greater role in the classroom. Students 
learn in a variety of different ways, so the use of audio-visual components will 
help improve the learning environment. 
E. Conceptual Framework  
Learners of English have to deal with unfamiliar vocabulary during their 
language acquisition. In order to learn and retain new words, learners should 
participate in different task-based activities in their classroom whether it is a 
guessing task, a describing exercise or conversation making. Such activities also 
include vocabulary games which especially focus on helping learners develop and 
use words in different contexts by making the lessons enjoyable. Therefore, it is 
necessary to explore whether students learn vocabulary effectively through games 
and how they learn it.  
Traditionally, vocabulary has not been a particular subject for students to 
learn, but has been taught within lessons of speaking, listening, reading and 
writing. During the lesson, students use their own vocabulary and are introduced 
to new words provided by the teacher and classmates which they apply to 
classroom activities. For many learners of English, whenever they think of 
vocabulary, they think of learning a list of new words with meanings in their 
native language without any real context practice. A number of learners may share 
the same experience of looking up words in a bilingual dictionary to find their 
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meanings or definitions when they encounter new words. They may even write 
down lines of new words without any idea of the real use of them in context. 
Some experts have also figured out characteristics of games that make 
vocabulary learning more effectively. Lee (1995:35) lists several main advantages 
when games are used in the classroom, including "a welcome break from the usual 
routine of the language class", "motivating and challenging" "effort of learning", 
and "language practice in the various skills.
51
" Ersoz (2000) holds that games are 
highly appreciated thanks to their amusement and interest. Teachers can use 
games to help their students practice more their skills of communication.
52
 In 
addition, Uberman (1998) also affirms the helpful role of games in vocabulary 
teaching after quoting and analyzing different opinions of experts. From her own 
teaching experiences, Uberman observed the enthusiasm of her students in 
learning through games. She considers games a way to help students not only 
enjoy and entertain with the language they learn, but also practice it incidentally.
53
 
New family 100 game is include a part of vocabulary game, because new 
family 100 has criteria of game, there is sense of excitement about words. 
Because in the new family 100 games need more ingenuity to solving the new 
family 100 which in playing words formed. And new family 100 can motivate 
someone become more interest to play. It has rule to play too. So, new family 100 
is part of games. 
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New Family 100 (abbreviated F100) is one of the most successful quiz 
programs in Indonesia with over 2,500 episodes, adapted from Family Feud and 
Family Fortunes quizzes under the United States Fremantle Media license. This 
created by Mark Goodson where two families compete to name the most popular 
responses to survey questions in order to win cash and prizes. In this event, two 
groups tried to guess the answer that most answered based on survey results to 
100 people.
54
 
Ghada Sari lists several main advantages when games are used in the 
classroom, including: 
1. Games bring in relaxation and fun for students, thus help learn and 
retain new words more easily.  
2. Games usually involve friendly competition, and they give students 
deep learners interested.  
3. Games are highly motivating and they give students more opportunity 
to express their opinions and feelings.  
4. Vocabulary games bring real word context into the classroom.55 
In summary, games are useful and effective tools that should be applied in 
vocabulary classes. The use of vocabulary is a way to make the lessons more 
interesting, enjoyable and effective.  
New family 100 game for developing students’ vocabulary. It included 
part of speech such as noun, verb, adjective, and adverb.  
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The conceptual framework of this research can be illustrated 
diagrammatically as follows: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
F. Hypothesis  
Based on the literature that had been explained before, the researcher 
put forward the hypothesis of the research as follow: 
1. H0 (Null hypothesis) = the using of new family 100 game is not 
effective in developing students’ vocabulary.  
2. H1 (Alternative hypothesis) = the using of new family 100 game is 
effective in developing students’ vocabulary. 
Teaching Vocabulary  
(New family 100 game) 
The advantages of games 
Students’ vocabulary 
development  
Part of speech 
a. Relaxation and fun for 
students 
b. Friendly competition  
c. Motivating, express their 
opinions and feelings 
Noun  
Verb Adjective 
Adverb 
 
 
37 
 
 
CHAPTER III 
RESEARCH METHOD 
A. Research Method and Design 
1. Method  
This research is pre-experimental method that aimed to find out 
whether the new family 100 game were useful for develop students' 
vocabulary at the second grade of SMPN 1 Bua Ponrang. 
2. Design  
The method that used in this research was the pre-experimental 
research method. The formula as follow:  
 
Where: 
O1  = Pre-test 
X  = Treatment 
02  = Post-test56 
B. Variable of the Research 
In this research, the researcher classified two kinds of variables: 
1. Independent variable was vocabulary. 
2. Dependent variable was new family 100 game.
                                                             
556
 Sugiyono, Metode Penelitian Pendidikan, (cet.XVIII; Bandung: Alfabeta, 2015), 
p.111 
O1     X      O2 
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C. Population and Sample 
1. Population 
The population of this research were all the students of SMPN 1 Bua 
Ponrang at the second grade. It consisted of seven classes and each class 
contained 30 students. The population is 210 students.  
2. Sample 
The sample of this research were 20 students. The researcher took one 
class as the sample. The object of the study are the second grade students 
VII.3 class. The technique sampling used simple random sampling. The 
reason of the researcher choose simple random sampling because member 
sampling techniques are carried out without any strata in the population of the 
study. Another reason for choosing class VII.3 as a sample is that besides 
being suggested by teacher of English. And the simple random sampling 
because the students still lack in vocabulary and the teacher do not use various 
method in teaching students’ vocabulary. The researcher believes that the 
students can be a representative population.  
D. Instrument of the Research 
In this research, the researcher used vocabulary test. The tests were 
pretest and posttest. The researcher made questions about noun, adjective, 
verb and adverb, the questions type are translate words and pictures, rearrange 
words, and matching words. The total number of the test is 50 items. The 
purpose of the vocabulary test is to know the students` level in vocabulary.  
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E. Procedure of Collecting Data 
In collecting data, the researcher used some procedures as follow: 
1. Pre-test 
In this test, the researcher gave pre-test. The test is aim to know the 
students prior knowledge on vocabulary. 
2. Treatment  
After giving pre-test, the researcher treat the pre-experimental 
group through new family 100 game. There were six meetings in this 
treatment, each meeting has different material. The material in the first 
meeting is noun about animals, in the second meetings is noun about 
things, in the third meetings is verb about daily activity, in the fourth 
meetings is adjective about human characters, in the fifth meetings is 
adverb about adverb of place, and in the last meeting is adverb about 
adverb of time. The steps on treatment are describe as follows: 
1. The researcher asked the students about the material and write the 
main topic on the whiteboard and gave a chance to the students to 
understand the material part of speech. 
2. The researcher divided a piece of paper that consists of the list names 
of animals, things, daily activity, human characters, adverb of place, 
and adverb of time with its meanest. 
3. The researcher asked the students to pronounce the vocabulary by 
following the researcher (repeat after me). 
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4. The researcher explained the rule of new family 100 game. After that, 
the researcher taught vocabulary through new family 100 game.  
5. The researcher form group, where the students consists of 4 groups, 
each group has 5 members.  
6. After that, the researcher asked 2 groups of 4 groups to wait outside 
the class. Meanwhile, the other 2 groups play the new 100 family 
game. 
7. In this game there were 4 parts with the different questions as follows: 
a. The first part: 2 students (the first player) from both groups come 
forward to scramble the question from the host and who the first 
raise their hand then answered the question within 5 seconds. And 
if the answer is correct, they can continued the first part. The 
score for each question is 10. 
b. The second parts, the group that received the highest score played 
the second parts. Where the question that gave must be answered 
fully by the group that has the highest score. But all of the player 
should answer the question correctly to be the winner of this 
session. If they are not, the question diverted to another group 
with the score that the player before got. This part the score for 
each question is 20. 
c. The third parts, the students that appoint as a leader in their group 
asked to come forward to play this part. The question will read 
quickly, then the student scramble to answer the question. The 
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student who raise their hand first then answered the question. And 
if successfully answered correctly, the group has the opportunity 
to continue the game, and answer the same question with different 
answers. If they are only able to answer 3 answers from a 
maximum of 6 answers within 5 seconds. If they are not, the 
question diverted to another group with the score that the player 
before got. This session the score for each question is 30. 
d. Then, in the last part the group that becomes a winner played in 
this part. But, just 2 students played. The first player answered the 
question from the host with time allocation just 20 seconds. And, 
the second player listen to music with headphone. So, they cannot 
hear the question from the host. After the first player plays, the 
second player answered the question from the host with time 
allocation 15 seconds, but still with the same question. If they can 
collect points until 100, they can bring the grand price. So, the 4 
parts that the researcher has given to the students to find out the 
effectiveness of the new family 100 game to develop students' 
vocabulary. 
3. Post-test  
After conducting some treatments, the researcher gave post-test of 
written vocabulary test to students in order to know their ability after 
several processes of new family 100 game. The post-test is the same as the 
pre-test. Subsequently, the result of pre-test and post-test calculated to 
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measure whether or not the application of the new family 100 game could 
develop the students’ vocabulary. 
F. Technique of Data Analysis  
Before analyzing the data, the researcher collected the data and 
analyze them by using procedures as follows: 
1. Analyzing the raw data of pretest and posttest. Each of the students` 
correct answer got 1 and the wrong answer got 0.  
2. Raw scores were converted to a set of core maximum of 100, using the 
following formula: 
Score = 
                                        
                  
        
3. Classifying the score of the students into the following score 
classification 
1. The score 90-100 as excellent classification. 
2. The score 80-90 as good classification. 
3. The score 70-80 as adequate classification. 
4. The score 60-70 as inadequate classification. 
5. The score below 60 as failing classification.57 
4. Calculating the mean score and standard deviation between vocabulary 
achievement of the experimental and control class by using SPSS 22 for 
windows evaluation.
                                                             
57
 H. Douglas Brown,  Language Assessment: Principle and Classroom Practices, (San 
Fransisco Claifornia: Pearson Longman,  (2003),  p.287 
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CHAPTER IV 
FINDINGS AND DISCUSSION 
A. Findings 
The finding research show the result of the data that have been analyzed 
statistically and the tabulating of data. It compares of the students’ score in pre-
test and post-test, classification percentage of students score in pretest and 
posttest, the mean score and standard deviation of the students’ pre-test and post-
test. 
1) The Analysis Students’ Vocabulary Score in Pretest and Posttest 
a. Students’ Pre-test Score 
In this section, the research shows the complete score of students’ 
in vocabulary (students’ correct answer) in pre-test, the mean score and 
standard deviation of students, and the rate percentage of students’ 
vocabulary score in pre-test. The research presents the data in the tables 
and calculates the score by using SPPS 22 program. Then, the researcher 
show the students’ complete score students’ vocabulary in pre-test. The 
tabulation of students’ score the pretest can be seen in table 4.1 
Table 4.1 
The Score of Students’ Vocabulary in the Pre-test 
RESPONDENT CORRECT 
ANSWER 
SCORE 
R1 28 56 
R2 28 56 
44 
 
 
 
R3 31 62 
R4 36 72 
R5 40 80 
R6 28 56 
R7 42 84 
R8 30 60 
R9 40 80 
R10 28 56 
R11 36 72 
R12 37 74 
R13 30 60 
R14 28 56 
R15 36 72 
R16 28 56 
R17 28 56 
R18 38 76 
R19 28 56 
R20 39 78 
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Table 4.1 shows that the lowest score was 56.0 there were 8 students got it 
beside, the highest score was 84.0 there were 1 student got it.  
b. Scoring Classification of Students’ Pre-Test 
The following table was the data obtained from the students’ 
pretest score before giving treatment.   
Table 4.2 
The Rate Percentages Score of Pretest 
Classification Score Frequency Percentage 
Excellent  
Good 
Adequate  
Inadequate  
Failing  
90-100 
80-89 
70-79 
60-69 
Below 60 
0 
3 
6 
3 
8 
0% 
15%% 
30%% 
15% 
40% 
Total 20 100% 
 
Table 4.2 shows that student scores in the pre-test frequency. This 
shows that there were 0 student (0%) who got excellent and good there 
were 3 students (15%). Others showed that there were 6 students (30%) 
who got adequate, and inadequate there were 3 students (15%), and 8 
student (40%) who got failing classification.  
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c. The Mean Score and Standard Deviation of Students’ Pretest  
Score 
In this part, the researcher describe the mean score and standard 
deviation of students’ pretest score. 
Table 4.3 
The mean score and standard deviation of students’ pretest score 
Descriptive Statistics 
 N Minimum Maximum Mean Std. Deviation 
PRETEST 
20 56,00 84,00 65,9000 10,31044 
Valid N 
(listwise) 
20     
 
From the table 4.3, it shows that the highest score of students is 
84.00 and the lowest score is 56.00. Besides, it also indicates that the mean 
score of students’ accuracy in pre-test is 65,9000 and the standard 
deviation error is 10,31044. In other side, the researcher also has written 
the students’ score of correct answer before giving treatment by new 
family 100 game and it presents through the table rate percentage scores.  
d. Students’ Post-test score  
Researchers showed students' vocabulary complete scores of 
students in the post-test. Tabulation of student scores in the posttest can be 
seen in table 4.4. 
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Table 4.4 
The Score of Students’ Vocabulary in the Post-test 
RESPONDENT CORRECT 
ANSWER 
SCORE 
R1 44 88 
R2 32 64 
R3 42 84 
R4 42 84 
R5 43 86 
R6 43 86 
R7 43 86 
R8 43 86 
R9 36 72 
R10 36 72 
R11 34 68 
R12 44 88 
R13 44 88 
R14 43 86 
R15 42 84 
R16 43 86 
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R17 45 90 
R18 43 86 
R19 29 58 
R20 47 94 
 
Table 4.4 shows that the lowest score was 58.0 there were one 
student got it beside, the highest score was 94.0 there were one student got 
it. Furthermore, the researcher presented and tabulated the mean score of 
the students’ correct answer.  
e. Scoring Classification of Students’ Post-Test 
The following table was the data obtained from the students’ 
pretest score after giving treatment.   
Table 4.5 
The Rate Percentages Score of the Students’ Accuracy in Post-Test 
Classification Score Frequency Percentage 
Excellent  
Good 
Adequate  
Inadequate  
Failing  
90-100 
80-89 
70-79 
60-69 
Below 60 
2 
13 
2 
2 
1 
10% 
65% 
10% 
10% 
5% 
Total 20 100% 
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Table 4.5 shows that student scores in the post-test frequency. This 
shows that there were 2 students (10%) who got excellent and good there 
were 13 students (65%). Others showed that there were 2 students (10%) 
who got adequate, and inadequate there were 2 students (10%), and 1 
student (5%) who got failing classification.  
f. The Mean Score and Standard Deviation of Students’ Post-test  
Score 
In this part, the researcher describe the mean score and standard 
deviation of students’ pretest score. 
Table 4.6 
The Mean Score of Students’ Correct Answer in Post-Test 
Descriptive Statistics 
 N 
Minimu
m 
Maximu
m Mean 
Std. 
Deviation 
POSTTEST 20 58,00 94,00 81,8000 9,55648 
Valid N 
(listwise) 
20     
 
From the table 4.6, it shows that the highest score of students is 
94.00 and the lowest score is 58.00. Besides, it also indicates that the mean 
score of students’ accuracy in post-test is 81,8000  and the standard 
deviation error is 9,55648. 
g. Test of Hypothesis 
In this stage, in order to know whether there a significant 
difference in the result of pre-test and post-test after giving treatment by 
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using new family 100 game moreover, to test this hypothesis of this 
research the researcher use SPSS 22. Nevertheless, to measure and 
calculate the data of pre-test and post-test were input moreover 0,005 or 
5% was determine of significance value (α) following the formula.   
The Table 4.7 
The Paired Samples Statistics of Pre-Test and Post-Test 
Paired Samples Statistics 
 Mean N 
Std. 
Deviation 
Std. Error 
Mean 
Pair 1 PRETEST 65,9000 20 10,31044 2,30549 
POSTTES
T 
81,8000 20 9,55648 2,13689 
 
The table 4.7 shows the mean score of the students pretest was 
65.9000 and the mean score of posttest was 81,8000. Standard deviation of 
pretest was 10,31044 and the standard deviation of posttest was 9,55648. It 
means there is increasing after using new family 100 game to develop 
students’ vocabulary. Further, the statistical hypothesis of the research was 
describe in the below: 
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Table 4.8 
The Paired Samples Test of Pre-Test and Post-Test 
Paired Samples Test 
 
Paired Differences 
T df 
Sig. (2-
tailed) Mean 
Std. 
Deviatio
n 
Std. 
Error 
Mean 
95% 
Confidence 
Interval of the 
Difference 
Lower Upper 
P
a
i
r
 
1 
PRETEST – 
POSTTEST 
-
15,900
00 
12,6736
4 
2,8339
1 
-
21,831
44 
-
9,9685
6 
-
5,611 
19 ,000 
 
The hypothesis was tasted by using SPSS 22. In this case, the 
researcher used t-test (testing of significance) for paired sample t-test, That 
is a test to know the significance difference between the result of students’ 
mean score in pretest and posttest. Based on table 4.8, it was obtain that 
Sig. (2-tailed) the score was 0,000 smaller than 0,05. Therefore, it could be 
seen that p<α(0,000<0,05) which mean H0 is rejected and H1 is accepted. It 
means, there is a significant effect of new family 100 game on students’ 
vocabulary. Thus, using new family 100 game was effective in developing 
students’ vocabulary.  
Assuming that the level of significance (α) = 0.05, the only thing 
which is needed; the degree of freedom (df) = N – 1, where df = 19, than 
the t-test is presented in the following table. 
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Table 4.9 
The Probability Value of T-Test of the Students’ Achievement 
Variable P-Value (α) 
X2 - X1 0.00 0.05 
 
The result of statistical analysis for level of significance 0,05 with 
degree of freedom (df) = N-1, where  (N) = 20, df = 19. The probability 
value was smaller than α (0.000<0.05). It indicated that the alternative 
hypothesis (H1) was accepted and the null hypothesis (H0) was rejected. 
B. Discussion 
Based on the research findings, it was found that students who were 
taught to use new family 100 game had developed their vocabulary. That was 
proven by the average score between the students’ pre-test and post-test. In 
collecting data, researchers conducted several procedures. As follows: 
students are given a pretest to know their prior knowledge.  After that, they 
were given care as a process of learning vocabulary through new family 100 
game. In the pre-test, researchers asked students to answer the vocabulary test.  
The score of pre-test and post-test could be shown in the following 
chart: 
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Table 4.10 
Bar chart of the Students’ Score in Pre test and Post test 
 
The table 4.10 bar chart shows that there are significant differences in 
students’ score in pre-test and post-test. The students’ scores in post-test higher 
than their pre-test. It meaned that there was develop students’ score from pre-test 
to post-test after they learned vocabulary using new family 100 game. The 
development of students’ scores showed that there was an increase in students’ 
vocabulary. It presented that the students’ vocabulary increased after they learned 
vocabulary by using new family 100 game. 
Based on the result of the research and the mean score of students’ 
vocabulary in pre test and post test (see table 4.7). it could be concluded that the 
new family 100 game effective in teaching vocabulary especially to develop 
students’ vocabulary at the second grade of SMPN 1 Bua Ponrang. It could be 
seen from the mean score of students (81,8000) in post test was higher than the 
mean score of students (65,9000) in pre test.  
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The hypothesis was tested by using SPS S 22. In this case, the researcher 
used t-test (testing of significance) for paired sample t-test that is a test to know 
the significance difference between the result of students’ mean score in pretest 
and posttest. Based on table 4.9, it obtained that Sig. (2-tailed) the score was 
0,000 smaller than 0,05. Therefore, it could be seen that p<α (0,000<0,05) which 
mean H0 is rejected and H1 is accepted. It meaned, there was a significant effect of 
new family 100 game on students’ vocabulary. Thus, using new family 100 game 
was effective in developing students’ vocabulary.  
In the pre-test the first form, 7 out from 20 students answered incorrectly 
on the verb, or 13 (65%) students answered correctly. In the second form, 5 out 
from 20 students answered incorrectly on noun, or 15 (75%) students answered 
correctly. In the third form, 6 out from 20 students answered incorrectly on the 
adjective, or 14 (70%) students answered correctly. And, in the last form 5 out 
from 20 students answered incorrectly on the adverb, or 15 (75%) students 
answered correctly. 
In the post-test, the first form all students (20 or 100%) answered 
correctly. In the second form, 2 out from 20 students answered incorrectly on the 
noun, or 18 (90%) students answered correctly. In the third form, 4 out from 20 
students answered incorrectly on the adjective, or 16 (80%) students answered 
correctly. And in the last form, all students (20 or 100%) answered correctly.  
So, in the pre-test, the students that the most answered incorrectly are on 
the verb, only 13 (65%) students answered correctly. And most students answered 
correctly are on the noun and adverb as much 15 (75%) students. While in the 
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post-test, the students that the most answered incorrectly are on the adjective, only 
16 (80%) students answered correctly. And all students answered correctly are on 
the noun and adverb as much 20 (75%) students.  
In the new family 100 game, all parts have an effect on developing 
students’ vocabulary. However, in the second parts was very effective to 
develop of students’ vocabulary. Because in this part, the group who have the 
opportunity to answer the questions from the researcher will start thinking about 
remembering the vocabulary that they knew and then they will answer the 
questions to complete this second session. 
In this case, the researcher used visual audio in developing students’ 
vocabulary through new family 100 game. This is relevant to the theory of Ismail 
Cakir “Audio visual media is a great help in stimulating and facilitating the 
learning of a foreign language”.  
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CHAPTER V 
CONCLUSION AND SUGGESTIONS 
A. Conclusion  
The result of this research shows that using new family 100 game is 
effective to develop students’ vocabulary at the second grade of SMPN 1 Bua 
Ponrang. It could be seen from the enhancement of students’ score after giving 
treatment. The mean of students’ score before treatment (pre-test) is 65,9000. 
After treatment (post-test) the mean of students’ score increases to 81,8000. It 
means the alternative hypothesis (H1) is accepted and the null hypothesis (H0) 
is rejected. In other words there is significance on students’ vocabulary ability 
taught by using new family 100 game at the second grade of SMPN 1 Bua 
Ponrang.  
B. Suggestions  
Successful in teaching is not depend on the lesson program only, but 
more important this was how the teacher present the lesson and use various 
methods to manage the class more lively and enjoyable. The method helps the 
teacher and lecturer and also gives many opportunities for the students to be 
active in teaching learning process.   
In doing this research, the researcher got some obstacles when 
applying the treatment such as students were noisy in the class, the students 
have lack of  vocabulary, so the researcher must make them understand what 
researcher has given, and etc. Regarding the teaching vocabulary by using 
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new family 100 game, the researcher gives some suggestion for the English 
teacher, the students, and the next researchers as follow: 
1. For the English teacher: 
(1) Teacher should promote methods or techniques in teaching English that 
can make learning activities in the classroom more enjoyable for students. 
(2) Give students a paper as a handle containing the vocabulary that they 
will learn. So the students will be easy and fun to learn English especially 
vocabulary. (3) Try to use new family 100 game, so that the teaching and 
learning process becomes more enjoyable and interesting. Teaching 
vocabulary using new family 100 game motivated students to learn more 
about vocabulary, and it can develop students’ vocabulary.   
2. For the students: 
(1) The students must be more active in learning English. Especially in 
learning vocabulary. So the vocabulary that they know can increase. (2) 
The students must be active in the learning process after applying new 
family 100 game. (3) The students must study harder and try to more 
remember vocabulary.   
3. For the Next Researchers: 
(1) The next researcher can make similar research about methods or 
strategies in developing students’ vocabulary. (2) The next researcher must 
give clear instructions to students so that they can truly understand what 
we will teach them.  (3) Before applying the game, try to keep students 
calm. (4) The next researcher can use the new family 100 game for 
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research with a different theme or with an atmosphere that you think can 
support your teaching. 
Finally, the researcher realizes that this thesis is far from perfect. So; 
constructive critics and advice are really expected for the perfection of the 
thesis. The researcher expects that the result of this research can be useful for 
the readers and the readers will have more information about the interactive 
activities technique. This research can be one of the references for the next 
research in concluding other researches with more detail information about 
interactive activities to develop students’ vocabulary.     
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PRE-TEST 
Name :  
Class : 
A. Translate the words below correctly! 
1. Earrings      = ....................................... 
2. Bracelet     = ....................................... 
3. Lion     = ....................................... 
4. Snake       = ....................................... 
5. Rabbit     = ....................................... 
6. Goat     = ....................................... 
7. Sweep       = ....................................... 
8. Clean      = ....................................... 
9. Sleep      = ....................................... 
10. Watch      = ....................................... 
11. Shy     = ....................................... 
12. Scared      = ....................................... 
13. Humble      = ....................................... 
14. Arrogant     = ....................................... 
15. Beach       = ....................................... 
16. Cinema       = ....................................... 
17. Library       = ....................................... 
18. Sometimes     = ....................................... 
19. Often     = ....................................... 
20. Never      = ....................................... 
 
 
 
 
 
 
 
 
 
 
B. Translate the pictures below with the correct answer! 
1.        6.   
(.............................)           (.............................) 
2.    7.  
(............................)           (.............................) 
3.    8.  
(............................)             (............................) 
 
    
4.       (..........................)   9.        (...........................) 
 
                        
5.       (...........................)   10.     (...........................) 
 
 
 
 
 
C.  Rearrange the words below correctly! 
1. F-i-n-d-e-r-l-y    = ................................... 
2. A-u-t-u-f-e-b-l-i    = ................................... 
3. S-e-m-o-h-a-n-d    = ................................... 
4. H-u-b-l-m-e    = ................................... 
5. P-a-t-n-i-e-t    = ................................... 
6. D-e-n-t-g-i-l-i    = ................................... 
7. D-i-s-p-o-n-t-s-e-d-a-i   = ................................... 
8. D-a-g-n-e-o-u-r-s    = ................................... 
9. P-a-h-p-y     = ................................... 
10. M-u-o-f-a-s    = ................................... 
 
D. Match the words in the box correctly! 
 
 
 
1. Store       : ....................................... 
2. Airport        : ....................................... 
3. Garden       : ....................................... 
4. Barbershop     : ....................................... 
5. Bridge        : ....................................... 
6. City hall      : ....................................... 
7. Field      : ....................................... 
8. Department store    : ....................................... 
9. Florist      : ....................................... 
10. Playground     : ....................................... 
a. Tempat cukur     f. Balai kota   
b. Lapangan     g. Toko bunga 
c. Bandara    h. Kebun  
d. Pusat perbelanjaan    i. Toko  
e. Jembatan     j. Taman bermain  
 
 
 
 
POST-TEST 
Name  : 
Class  :  
A. Translate the words below correctly! 
1. Card        = ....................................... 
2. Notebook     = ....................................... 
3. Spell      = ....................................... 
4. Dictionary      = ....................................... 
5. Listen       = ....................................... 
6. Bird        = ....................................... 
7. Fish       = ....................................... 
8. Turtle     = ....................................... 
9. Look       = ....................................... 
10. After      = ....................................... 
11. Classroom     = ....................................... 
12. Remember     = ....................................... 
13. Dirty       = ....................................... 
14. Usually        = ....................................... 
15. Everybody      = ....................................... 
16. Interest      = ....................................... 
17. Church        = ....................................... 
18. Harbor      = ....................................... 
19. Bakery      = ....................................... 
20. Castle        = ....................................... 
 
 
 
 
 
 
 
 
B. Translate the pictures below with the correct answer! 
1.    3.  
(.........................)        (........................) 
2.    4.  
(........................)        (.........................) 
3.    5.  
(........................)         (.........................) 
4.    6.  
(........................)        (...........................) 
5.   10.  
(.......................)          (.......................) 
 
 
 
 
C. Rearrange the words below correctly! 
1. Z-y-l-a      = ................................... 
2. A-r-i-n      = ................................... 
3. S-a-r-m-t     = ................................... 
4. B-r-i-h-t-g     = ................................... 
5. T-e-r-i-d      = ................................... 
6. F-i-n-d-e-r-l-y    = ................................... 
7. A-u-t-u-f-e-b-l-i    = ................................... 
8. S-e-m-o-h-a-n-d    = ................................... 
9. H-u-b-l-m-e    = ................................... 
10. P-a-t-n-i-e-t    = ................................... 
 
D. Match the words in the box correctly! 
 
 
 
1. Car wash       : ...................................... 
2. Book store      : ...................................... 
3. Canteen      : ...................................... 
4. Dentist       : ...................................... 
5. Game centre      : ...................................... 
6. Marine park        : ...................................... 
7. Office building        : ...................................... 
8. Garden       : ...................................... 
9. House       : ...................................... 
10. Pet store        : ....................................... 
a. Toko buku    f. Taman laut 
b. Dokter gigi   g. Kebun  
c. Tempat cuci mobil   h. Toko hewan peliharaan  
d. Pusat permainan   i. Rumah  
e. Bangunan kantor   j. Kantin  
 
 
 
 
LESSON PLAN 
School   : SMPN 1 Bua Ponrang  
Subject   : English 
Grade    : VIII 
Theme   : Vocabulary  
Time Allocation : 2 x 40 minutes 
 
 
1 
 
No 
2 
Alokasi 
Waktu 
3 
Aktivitas Guru 
4 
Aktivitas Siswa 
5 
Inter
aksi 
6 
Indikator 
Yang 
Dicapai 
7 
Tujuan 
1  10  
Menit  
ACTIVITY 1 
1. Salam dan 
berdoa 
2. Guru 
mengabsen 
siswa 
3. Guru 
menyampaik
an tujuan 
pembelajaran 
4. Guru 
memotivasi 
siswa  
 
Siswa 
memperhatikan, 
menyimak dan 
mendengarkan 
materi yang 
telah disebutkan 
oleh guru 
G-S Siswa 
mampu 
menyebutka
n kosa kata 
yang 
berkaitan 
dengan 
materi 
pembelajara
n. 
Mendorong 
siswa untuk 
belajar 
menghafal 
sekaligus 
melatih daya 
ingat  
2 50 
menit  
ACTIVITY 2 
1. Guru 
menjelaskan  
materi parts 
of speech  
about noun, 
verb, 
adjective, 
dan  adverb. 
Kemudian 
memberikan 
contohnya . 
2. Guru 
menjelaskan 
tentang 
penggunaan 
noun, verb, 
adjective, 
dan adverb di 
depan kelas 
dengan 
menyertakan 
Siswa dapat 
memahami 
makna kosa kata 
tentang  parts of 
speech  serta  
siswa dapat 
mengetahui 
penggunaan 
noun beserta 
contohnya 
 
 
 
S-S 
Siswa dapat 
memahami 
makna kosa 
kata tentang   
parts of 
speech  
serta  siswa 
dapat 
mengetahui 
penggunaan 
noun 
beserta 
contohnya 
Mendorong 
dan melatih 
siswa untuk 
mengahafal 
kosa kata 
tentang  
parts of 
speech serta 
mengetahui 
penggunaan 
noun beserta 
contohnya  
 
 
 
 
vocabulary 
tentang parts 
of speech 
3. Guru 
memberikan 
kesempatan 
kepada siswa 
untuk 
memahami  
dengan 
temannya.  
4. Guru 
menjelaskan 
aturan 
permaianan 
New Family 
100 Game. 
5. Setelah siswa 
mengerti, 
siswa 
bermain New 
Family 100 
Game  untuk 
melatih daya 
ingat kosa 
kata yang 
telah di 
pelajari  
3  20 
menit  
ACTIVITY 3 
1. Guru 
meminta 
siswa untuk 
mengerjakan 
task  yang 
telah 
disiapkan  
2. Guru dan 
siswa 
bersama-
sama 
menyimpulka
n materi 
pembelajaran 
3. Guru 
menyampaik
an materi 
pelajaran 
untuk 
pertemuan 
selanjutnya  
 
Siswa 
mengerjakan 
task yang 
diberikan oleh 
guru  
G-S Siswa dapat 
mengemban
gkan kosa 
kata sendiri 
dan mampu 
memperluas 
kosa kata 
yang telah 
mereka 
miliki 
Mendorong 
siswa untuk 
terus 
menghafal 
dan senang 
mengikuti 
proses 
pembelajara
n pada 
vocabulary 
 
 
 
 
4. Guru 
menutup 
pelajaran  
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No 
2 
Alokasi 
Waktu 
3 
Aktivitas Guru 
4 
Aktivitas 
Siswa 
5 
Inter
aksi 
6 
Indikator 
Yang Dicapai 
7 
Tujuan 
1  10  
Menit  
ACTIVITY 1 
1. Salam dan 
berdoa 
2. Guru 
mengabsen 
siswa 
3. Guru 
menyampaik
an tujuan 
pembelajaran 
4. Guru 
memotivasi 
siswa  
5. Guru 
memberikan 
ice breaking 
untuk melatih 
konsentrasi 
siswa 
sebeleum 
proses 
pembelajaran 
dimulai  
Siswa 
memperhatika
n, menyimak 
dan 
mendengarkan 
materi yang 
telah 
disebutkan 
oleh guru 
G-S Siswa 
mampu 
menyebutkan 
kosa kata 
yang 
berkaitan 
dengan 
materi 
pembelajaran
. 
Mendorong 
siswa untuk 
belajar 
menghafal 
sekaligus 
melatih daya 
ingat  
2 50 
menit  
ACTIVITY 2 
1. Guru 
menjelaskan  
materi parts 
of speech  
about noun. 
Kemudian 
memberikan 
contohnya . 
2. Guru 
menjelaskan 
tentang 
penggunaan 
noun di 
Siswa dapat 
memahami 
makna kosa 
kata tentang  
parts of speech  
serta  siswa 
dapat 
mengetahui 
penggunaan 
noun beserta 
contohnya 
 
 
 
S-S 
Siswa dapat 
memahami 
makna kosa 
kata tentang  
parts of 
speech  serta  
siswa dapat 
mengetahui 
penggunaan 
noun beserta 
contohnya 
Mendorong 
dan melatih 
siswa untuk 
mengahafal 
kosa kata 
tentang  
parts of 
speech serta 
mengetahui 
penggunaan 
noun beserta 
contohnya 
 
 
 
 
depan kelas 
dengan 
menyertakan 
vocabulary 
tentang parts 
of speech 
3. Guru 
memberikan 
kesempatan 
kepada siswa 
untuk 
memahami 
dengan 
temannya. 
4. Guru 
menjelaskan 
aturan 
permaianan 
New Family 
100 Game. 
5. Setelah siswa 
mengerti, 
siswa 
bermain New 
Family 100 
Game untuk 
melatih daya 
ingat kosa 
kata yang 
telah di 
pelajari  
3  20 
menit  
ACTIVITY 3 
5. Guru 
meminta 
siswa untuk 
mengerjakan 
task yang 
telah 
disiapkan  
6. Guru dan 
siswa 
bersama-
sama 
menyimpulka
n materi 
pembelajaran 
7. Guru 
menyampaik
an materi 
pelajaran 
 
Siswa 
mengerjakan 
task yang 
diberikan oleh 
guru  
G-S Siswa dapat 
mengembang
kan kosa kata 
sendiri dan 
mampu 
memperluas 
kosa kata 
yang telah 
mereka miliki 
Mendorong 
siswa untuk 
terus 
menghafal 
dan senang 
mengikuti 
proses 
pembelajara
n pada 
vocabulary 
 
 
 
 
untuk 
pertemuan 
selanjutnya  
8. Guru 
menutup 
pelajaran  
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No 
2 
Alokasi 
Waktu 
3 
Aktivitas Guru 
4 
Aktivitas 
Siswa 
5 
Inter
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6 
Indikator 
Yang Dicapai 
7 
Tujuan 
1  10  
Menit  
ACTIVITY 1 
1. Salam dan 
berdoa 
2. Guru 
mengabsen 
siswa 
3. Guru 
menyampaik
an tujuan 
pembelajaran 
4. Guru 
memotivasi 
siswa  
5. Guru 
memberikan 
ice breaking 
untuk melatih 
konsentrasi 
siswa 
sebeleum 
proses 
pembelajaran 
dimulai  
Siswa 
memperhatika
n, menyimak 
dan 
mendengarkan 
materi yang 
telah 
disebutkan 
oleh guru 
G-S Siswa 
mampu 
menyebutkan 
kosa kata 
yang 
berkaitan 
dengan 
materi 
pembelajaran
. 
Mendorong 
siswa untuk 
belajar 
menghafal 
sekaligus 
melatih daya 
ingat  
2 50 
menit  
ACTIVITY 2 
1. Guru 
menjelaskan  
materi parts 
of speech  
about adverb. 
Kemudian 
memberikan 
contohnya . 
2. Guru 
menjelaskan 
tentang 
penggunaan  
verb di depan 
Siswa dapat 
memahami 
makna kosa 
kata tentang  
parts of speech  
serta siswa 
dapat 
mengetahui 
penggunaan 
verb beserta 
contohnya 
 
 
 
S-S 
Siswa dapat 
memahami 
makna kosa 
kata tentang  
parts of 
speech  serta  
siswa dapat 
mengetahui 
penggunaan 
verb beserta 
contohnya 
Mendorong 
dan melatih 
siswa untuk 
mengahafal 
kosa kata 
tentang parts 
of speech 
serta 
mengetahui 
penggunaan 
verb beserta 
contohnya 
 
 
 
 
kelas dengan 
menyertakan 
vocabulary 
tentang parts 
of speech 
3. Guru 
memberikan 
kesempatan 
kepada siswa 
untuk 
memahami 
dengan 
temannya. 
4. Guru 
menjelaskan 
aturan 
permaianan 
New Family 
100 Game. 
5. Setelah siswa 
mengerti, 
siswa 
bermain New 
Family 100 
Game untuk 
melatih daya 
ingat kosa 
kata yang 
telah di 
pelajari  
3  20 
menit  
ACTIVITY 3 
1. Guru 
meminta 
siswa untuk 
mengerjakan 
task yang 
telah 
disiapkan  
2. Guru dan 
siswa 
bersama-
sama 
menyimpulka
n materi 
pembelajaran 
3. Guru 
menyampaik
an materi 
pelajaran 
untuk 
 
Siswa 
mengerjakan 
task yang 
diberikan oleh 
guru  
G-S Siswa dapat 
mengembang
kan kosa kata 
sendiri dan 
mampu 
memperluas 
kosa kata 
yang telah 
mereka miliki 
Mendorong 
siswa untuk 
terus 
menghafal 
dan senang 
mengikuti 
proses 
pembelajara
n pada 
vocabulary 
 
 
 
 
pertemuan 
selanjutnya  
4. Guru 
menutup 
pelajaran  
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No 
2 
Alokasi 
Waktu 
3 
Aktivitas Guru 
4 
Aktivitas 
Siswa 
5 
Inter
aksi 
6 
Indikator 
Yang Dicapai 
7 
Tujuan 
1  10  
Menit  
ACTIVITY 1 
1. Salam dan 
berdoa 
2. Guru 
mengabsen 
siswa 
3. Guru 
menyampaik
an tujuan 
pembelajaran 
4. Guru 
memotivasi 
siswa  
5. Guru 
memberikan 
ice breaking 
untuk melatih 
konsentrasi 
siswa 
sebeleum 
proses 
pembelajaran 
dimulai  
Siswa 
memperhatika
n, menyimak 
dan 
mendengarkan 
materi yang 
telah 
disebutkan 
oleh guru 
G-S Siswa 
mampu 
menyebutkan 
kosa kata 
yang 
berkaitan 
dengan 
materi 
pembelajaran
. 
Mendorong 
siswa untuk 
belajar 
menghafal 
sekaligus 
melatih daya 
ingat  
2 50 
menit  
ACTIVITY 2 
1. Guru 
menjelaskan  
materi parts 
of speech  
about verb. 
Kemudian 
memberikan 
contohnya . 
2. Guru 
menjelaskan 
tentang 
penggunaan 
adjective di 
depan kelas 
Siswa dapat 
memahami 
makna kosa 
kata tentang  
parts of speech  
serta  siswa 
dapat 
mengetahui 
penggunaan 
adjective 
beserta 
contohnya 
 
 
 
S-S 
Siswa dapat 
memahami 
makna kosa 
kata tentang  
parts of 
speech  serta  
siswa dapat 
mengetahui 
penggunaan 
adjective 
beserta 
contohnya 
Mendorong 
dan melatih 
siswa untuk 
mengahafal 
kosa kata 
tentang  
parts of 
speech serta 
siswa dapat 
mengetahui 
penggunaan 
adjective 
beserta 
contohnya 
 
 
 
 
dengan 
menyertakan 
vocabulary 
tentang parts 
of speech 
3. Guru 
memberikan 
kesempatan 
kepada siswa 
untuk 
memahami  
dengan 
temannya.  
4. Guru 
menjelaskan 
aturan 
permaianan 
New Family 
100 Game. 
5. Setelah siswa 
mengerti, 
siswa 
bermain New 
Family 100 
Game  untuk 
melatih daya 
ingat kosa 
kata yang 
telah di 
pelajari   
3  20 
menit  
ACTIVITY 3 
6. Guru 
meminta 
siswa untuk 
mengerjakan 
task yang 
telah 
disiapkan  
7. Guru dan 
siswa 
bersama-
sama 
menyimpulka
n materi 
pembelajaran 
8. Guru 
menyampaik
an materi 
pelajaran 
untuk 
 
Siswa 
mengerjakan 
task yang 
diberikan oleh 
guru  
G-S Siswa dapat 
mengembang
kan kosa kata 
sendiri dan 
mampu 
memperluas 
kosa kata 
yang telah 
mereka miliki 
Mendorong 
siswa untuk 
terus 
menghafal 
dan senang 
mengikuti 
proses 
pembelajara
n pada 
vocabulary 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
pertemuan 
selanjutnya  
9. Guru 
menutup 
pelajaran  
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n, menyimak 
dan 
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telah 
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G-S Siswa 
mampu 
menyebutkan 
kosa kata 
yang 
berkaitan 
dengan 
materi 
pembelajaran
. 
Mendorong 
siswa untuk 
belajar 
menghafal 
sekaligus 
melatih daya 
ingat  
2 50 
menit  
ACTIVITY 2 
1. Guru 
menjelaskan  
materi parts 
of speech  
about noun 
dan adverb. 
Kemudian 
memberikan 
contohnya . 
2. Guru 
menjelaskan 
tentang 
penggunaan 
adverb di 
Siswa dapat 
memahami 
makna kosa 
kata tentang  
parts of speech  
serta  siswa 
dapat 
mengetahui 
penggunaan 
adverb beserta 
contohnya 
 
 
 
S-S 
Siswa dapat 
memahami 
makna kosa 
kata tentang  
parts of 
speech  serta  
siswa dapat 
mengetahui 
penggunaan 
adverb 
beserta 
contohnya 
Mendorong 
dan melatih 
siswa untuk 
mengahafal 
kosa kata 
tentang parts 
of speech  
serta 
mengetahui 
penggunaan 
adverb 
beserta 
contohnya 
 
 
 
 
depan kelas 
dengan 
menyertakan 
vocabulary 
tentang parts 
of speech 
3. Guru 
memberikan 
kesempatan 
kepada siswa 
untuk 
memahami  
dengan 
temannya.  
4. Guru 
menjelaskan 
aturan 
permaianan 
New Family 
100 Game. 
5. Setelah siswa 
mengerti, 
siswa 
bermain New 
Family100 
Game  untuk 
melatih daya 
ingat kosa 
kata yang 
telah di 
pelajari    
3  20 
menit  
ACTIVITY 3 
1. Guru 
meminta 
siswa untuk 
mengerjakan 
task yang 
telah 
disiapkan  
2. Guru dan 
siswa 
bersama-
sama 
menyimpulka
n materi 
pembelajaran 
3. Guru 
menyampaik
an materi 
pelajaran 
 
Siswa 
mengerjakan 
task yang 
diberikan oleh 
guru  
G-S Siswa dapat 
mengembang
kan kosa kata 
sendiri dan 
mampu 
memperluas 
kosa kata 
yang telah 
mereka miliki 
Mendorong 
siswa untuk 
terus 
menghafal 
dan senang 
mengikuti 
proses 
pembelajara
n pada 
vocabulary 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
untuk 
pertemuan 
selanjutnya  
4. Guru 
menutup 
pelajaran  
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2. Guru 
mengabsen 
siswa 
3. Guru 
menyampaik
an tujuan 
pembelajaran 
4. Guru 
memotivasi 
siswa  
5. Guru 
memberikan 
ice breaking 
untuk melatih 
konsentrasi 
siswa 
sebeleum 
proses 
pembelajaran 
dimulai  
Siswa 
memperhatika
n, menyimak 
dan 
mendengarkan 
materi yang 
telah 
disebutkan 
oleh guru 
G-S Siswa 
mampu 
menyebutkan 
kosa kata 
yang 
berkaitan 
dengan 
materi 
pembelajaran
. 
Mendorong 
siswa untuk 
belajar 
menghafal 
sekaligus 
melatih daya 
ingat  
2 50 
menit  
ACTIVITY 2 
1. Guru 
menjelaskan  
materi parts 
of speech  
about verb 
dan 
adjective. 
Kemudian 
memberikan 
contohnya . 
2. Guru 
menjelaskan 
tentang 
penggunaan 
Siswa dapat 
memahami 
makna kosa 
kata tentang  
parts of speech  
serta  siswa 
dapat 
mengetahui 
penggunaan 
adverb beserta 
contohnya 
 
 
 
S-S 
Siswa dapat 
memahami 
makna kosa 
kata tentang  
parts of 
speech  serta  
siswa dapat 
mengetahui 
penggunaan  
adverb 
beserta 
contohnya 
Mendorong 
dan melatih 
siswa untuk 
mengahafal 
kosa kata 
tentang parts 
of speech  
serta 
mengetahui 
penggunaan 
adverb 
beserta 
contohnya 
 
 
 
 
verb dan  
adjective di 
depan kelas 
dengan 
menyertakan 
vocabulary 
tentang parts 
of speech 
3. Guru 
memberikan 
kesempatan 
kepada siswa 
untuk 
memahami  
dengan 
temannya.  
4. Guru 
menjelaskan 
aturan 
permaianan 
New Family 
100 Game. 
5. Setelah siswa 
mengerti, 
siswa 
bermain New 
Family 100 
Game  untuk 
melatih daya 
ingat kosa 
kata yang 
telah di 
pelajari    
3  20 
menit  
ACTIVITY 3 
1. Guru 
meminta 
siswa untuk 
mengerjakan 
task yang 
telah 
disiapkan  
2. Guru dan 
siswa 
bersama-
sama 
menyimpulka
n materi 
pembelajaran 
3. Guru 
menyampaik
 
Siswa 
mengerjakan 
task yang 
diberikan oleh 
guru  
G-S Siswa dapat 
mengembang
kan kosa kata 
sendiri dan 
mampu 
memperluas 
kosa kata 
yang telah 
mereka miliki 
Mendorong 
siswa untuk 
terus 
menghafal 
dan senang 
mengikuti 
proses 
pembelajara
n pada 
vocabulary 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
an materi 
pelajaran 
untuk 
pertemuan 
selanjutnya  
4. Guru 
menutup 
pelajaran  
 
 
 
 
DOCUMENTATION OF PRE-TEST 
 
   
 
Note: Before doing the treatment, the researcher gave the students pre-test. The test is aim to 
know the students prior knowledge on vocabulary. The form of the pre-test there were 4 as 
follows: translate the words, translate the pictures, rearrange the words, and match the words. 
 
 
 
 
 
 
 
 
DOCUMENTATION OF POST TEST 
 
  
 
Note: After doing the treatment, the researcher gave the students post-test. The purpose of 
gave the students post-test to know that using treatment in teaching vocabulary can develop 
students vocabulary or not. The form of the pre-test there were 4 as follow: translate the 
words, translate the pictures, rearrange the words, and match the words. 
  
 
 
 
 
TREATMENT 
The first meeting is NOUN: Animals (Wild animals, Pet, Herbivore, and Random) 
1. What wild animals are there in Indonesia?  
- Tiger 
- Komodo 
- Anoa 
- Shark 
- Leopard 
- Crocodile 
- Snake     
2. What animals are usually kept by humans? 
- Dog   
- Cat        
- Bird     
- Hamster      
- Rabbit      
3. What animals are include herbivore? 
- Cow 
- Goat 
- Elephant 
- Deer 
- Horse   
4. Last session: In this session students will be ask as many as 4 questions which will be 
answer quickly by students with 20 seconds (for the first student) and 15 seconds (for 
the second student).  
a. Mention what animals that has no legs! 
- Snake     
- Snail    
- Worm     
- Caterpillar  
b. What animals are include omnivore? 
- Monkey  
- Chicken  
 
 
 
 
- Bear  
- Weasel  
c. What animals has two legs? 
- Chicken 
- Duck  
- Bird  
- Goose  
d. What animals has poisonous? 
- Scorpion 
- Centipede 
- Tarantula 
- Frog   
 
 
 
 
  
Note: “After both students answer the questions correctly in the last 
session, and are able to get a score of 100. They are entitle to the 
grand prize.”  
 
 
 
 
The second meetings is NOUN: Things (of Bedroom, of Classroom, of Bathroom, and 
Random) 
1. Mention what items are usually in the bedroom! 
- Bed  
- Pillow     
- Mirror      
- Blanket   
- Cupboard  
- Bedcover  
- Fan   
2. Mention what items are usually in the classroom! 
- Table  
- Chair       
- Whiteboard       
- Marker    
- Eraser  
- Book     
3. Mention what items are usually in the bathroom!  
- Water  
- Basin  
- Bailer  
- Soap     
- Toothbrush   
- Toothpaste   
4. Last session: In this session students will be ask as many as 4 questions which will be 
answer quickly by students with 20 seconds (for the first student) and 15 seconds (for 
the second student). 
a. What things are usually carried when traveling far away? 
- Clothes 
- Towel 
- Medicine 
- Handphone  
b. What things are usually on the dining table? 
 
 
 
 
- Chair  
- Plate  
- Cup  
- Spoon     
c. What things are usually in the living room, except chair and table? 
- Clock  
- Curtain   
- Vase  
- Tablecloth  
d. What things are usually in the garage? 
- Car  
- Toolbox  
- Motorcycle 
- Bicycle 
 
  
 
 
 
 
The third meetings is VERB: Daily activity (Picket day, After school, Wake up, and 
Random)  
1. What the students do when it's time to picket class?  
- Clean   
- Sweep   
- Swab   
- Throw  
- Tidy  
- Wipe  
- Prepare  
2. What the students do when they go home from school? 
- Play  
- Siesta  
- Eat  
- Watch  
- Hang out  
- Study  
3. What the people do when they wake up? 
- Make the bed   
- Bath   
- Tooth brush   
- Facial  
- Pray  
4. Last session: In this session students will be ask as many as 4 questions which will be 
answer quickly by students with 20 seconds (for the first student) and 15 seconds (for 
the second student). 
a. Mention the homework do you know at home! 
- Cook   
- Wash   
- Fold  
- Sweep  
b. What work people usually do in the post office? 
- Deliver 
 
 
 
 
- Type  
- Write  
- Check  
c. What young children do when they are hungry? 
- Cry  
- Whine    
- Suction  
d. What people do at birthday parties? 
- Blow  
- Sing  
- Applause  
 
  
 
 
 
 
The fourth meetings is ADJECTIVE: Human characters (of Woman, of Children, Falling 
in love, and Random)  
1. Mention what are characteristics women have! 
- Sensitive  
- Intelligent   
- Spoiled   
- Praised   
- Humble  
- Kind  
- Patient   
2. Mention what are characteristics children have! 
- Selfish 
- Naughty 
- Whiny 
- Spoiled 
- Shy 
- Sulk  
3. What the people feel when they fall in love? 
- Blossom  
- Smile  
- Possessive  
- Fantasize  
- Empathy  
4. Last session: In this session students will be ask as many as 4 questions which will be 
answer quickly by students with 20 seconds (for the first student) and 15 seconds (for 
the second student). 
a. What do you feel when you see ghost?  
- Afraid  
- Goosebump  
- Limp  
b. Mention the reason someone quit his/her job? 
- Uncomfortable  
- Saturate   
 
 
 
 
- Bored  
c. How does a person behave towards someone he doesn't know?  
- Shy  
- Friendly  
- Uninterested  
- Vigilant  
d. Mention what are characteristics men have! 
- Confidence  
- Emotional  
- Responsible  
- Handsome  
 
  
 
 
 
 
The fifth meetings is ADVERB: Adverb of Place (Sport, Vacation spot, worship, of Birth, 
and Random)  
1. Where is an ordinary person go in for sport? 
- Field  
- Stadium  
- House  
- Street  
- Garden  
- Gymnasium 
- School   
2. Where is the usual vacation spot? 
- Beach  
- Lake  
- Mountain  
- Museum  
- Temple  
- River  
3. What are the places where people worship? 
- Mosque 
- Church  
- Temple  
- Monastery  
- Pagoda  
4. Last session: In this session students will be ask as many as 4 questions which will be 
answer quickly by students with 20 seconds (for the first student) and 15 seconds (for 
the second student). 
a. Where is the place of birth?  
- Hospital  
- House  
- Clinic  
 
b. Mention where are the places to study?  
- Library  
 
 
 
 
- Bedroom  
- Class  
- Garden  
c. Mention where are the places to hang-out? 
- Downtown  
- Café  
- Mall  
d. Where do people usually trade?   
- Mart  
- Supermarket  
- Canteen  
- Street  
  
 
 
 
 
Last meeting is ADBERB: Adverb of Time (Famous celebration, Watch TV, Spend time to 
study, and Random) 
1. What is the most famous celebration in Indonesia? 
- Independence Day 
- Eid Al-Fitr 
- Eid Al-Adha  
- Christmas 
- New Year  
- Prophet's Birthday  
- Easter  
2. When do people usually watch TV? 
- Dawn  
- In the morning   
- Daytime  
- Afternoon  
- Evening  
- Mid-night  
3. How long do people usually spend time to study in a day? 
- An hour  
- Two hours 
- Three hours  
- Four hours  
- Five hours  
4. Last session: In this session students will be ask as many as 4 questions which will be 
answer quickly by students with 20 seconds (for the first student) and 15 seconds (for 
the second student). 
a. When usually people go to the beach? 
- Weekend  
- Holiday  
- Afternoon  
- In the morning   
b. When the people usually pray?  
- Before eat  
 
 
 
 
- After eat  
- Before sleep  
- Before leaving the house 
c. When the people usually wear umbrella? 
- Rain  
- Overheating 
d. When is usually someone exercising?  
- In the morning  
- Afternoon  
- Weekend  
 
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
